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Abstract 
The socially marginalized Iranian new generation of children needs to learn about their own forgotten ancient culture 
and identity. There is a desperate need to look into this matter, and this study addresses the participation of institutes, 
media programs, parents, and government in Iran to provide better facilities for this section of society. The objective 
was to examine the possibilities of increasing the level of anxiety of learning based on the effect of using visual 
media to introduce the ancient culture among school children. Result shows that using multimedia has a powerful 
influence on developing a value system and behavior of school children. The result also shows that, the use of 
multimedia has significant role on children’s social learning and valuable culture. 
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1. Introduction 
Iranian children neglect their own culture and adopt the western way of life even though their culture 
has a higher morality, resulting in a forgotten identity amongst the younger generation. In present time the 
Iranian children watch and learn from fictitious characters in all the programs like superman, Spiderman, 
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Batman. It is suggested that when children hear about real super heroes in their stories, it can be very 
useful for their behavior and cultural education. In modern times, visual materials such as movies, 
magazines, and advertisements have played a significant role in culture and business that seek to 
influence us on a variety of levels. Multimedia also can have a powerful influence on developing value 
systems and behavior of school children. Multimedia is being increasingly used in computer-based 
learning, and the general indication is that, trend will persist for a while to come. Animation has always 
fascinated children; animation brings their imagination to life. The characters and the colors attract the 
attention of the children. The learning process is much better and time saving. The moral values and the 
difference between good and bad is difficult for children to understand in this tender age, but if they see 
all these things in animation just like the contemporary animated characters it is much more easier and 
fun for them to learn. . One rationale for this trend is the assumption that multimedia has properties that 
can aid learning, particularly the learning of abstract subject matters. One area that has long been seen as 
a target for the use of learning aid is children's learning This study will investigate the effectiveness of 
multimedia on the learning ability of Iranian children. The researcher is conducting this research to find 
out the influence of transferring information through different methods. It is also to investigate what is the 
revival of the abandoned ancient Iranian culture for school children through multimedia? Overall three 
children schools were visited by the researcher to examine the effects of providing an animation story to 
better understanding and learning by children. The possibilities of increasing the level of anxiety based on 
the effect of visual media among school children to introduce them to the ancient culture were tested. 
2.  Methodology  
For this study qualitative and quantitative data used to find the values in numerical forms so that the 
quantification of the data could be done to have statistical analysis performed to know the relations 
between the variables that are being studied and the perception of the respondents given the 
questionnaires. To examine the anxiety of children based on the effect of visual media, researcher 
introduced the ancient culture to new generation (heroes and their role in helping humanity). Interview 
was made with parents, teachers involved to improve; multimedia can have a powerful influence on 
developing value systems and behavior of school children. The population of this study is scattered into 
three different zoon areas in IRAN/Tehran which consist of 28 primary schools. Accordingly, due to 
insufficient time in during this research, the research is focused on the capital of Iran’s (Teheran) children 
of 9 to 10 years because Tehran is multicultural and representative of the whole of Iran. Five schools out 
of 28 school has been chosen for this research in order to give a better understanding of ancient culture to 
those school children respondents. A total of 220 respondents from five schools which include; students, 
teachers and parents were identified to answer the questionnaires. Male students targeted the majority 
population of respondents for this research and adult respondents were consisting of both males and 
females. There is several data analysis methods that can be used to classify the collected primary data’s 
into understandable form. For this particular research, the researcher found that it is more appropriate to 
use SPSS to interpret and analyze the data. Frequency distribution is used throughout the report to 
interpret the findings. The researcher merged all the tables generated by SPSS for each specific question 
into a single table for each independent variable. For the frequency distribution, the researcher also 
merged both Strongly Agree and Agree as Agree and as well as for the Disagree scale. 
3. Results and Discussions 
For this particular research there were many methods that could be used to classify the collected 
primary data into an understandable form. Statistical Package for the Social Science (SPSS) software 
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program was used to analysis the data. The research found that it is more appropriate to use SPSS to 
interpret and analyze the data. The findings will be based on the data collected from the primary school 
children, their parents and teachers. The researcher distributed questionnaires to the respondents and the 
rate of return for the questionnaires was 100%. The respondents were asked questions on the effects of 
watching animation to better understanding the task which was the Iranian ancient story. The researcher 
merged all the tables generated by SPSS for each specific question into a single table for each 
independent variable. For the frequency distribution which is related to the adult respondent, the 
researcher also merged both Strongly Agree and Agree as well as for the Disagree scale. The results from 
this merging of tables and scales are more or less showing the mean of each specific question. It can also 
be supported by comparing the results from the descriptive analysis table which shows the mean of each 
question. 
The number of the respondents in this particular research consists of two hundred male student, twenty 
parents and teachers for two types of questionnaire. All respondents in primary school children level were 
male. Since boys in Iran have more freedom than girls, thus boys behave in society is differently from 
girls and there is a need to treat them in a different manner compared to girls.  So in these particular 
research children respondents chosen were males. As such, for this research the finding shows that the 
majority of the respondents in the adult questionnaire were females rather than males. See Figure 1(a). 
The respondents that were given the questionnaires to fill among the students were in the same age as 
it was the age targeted for the research. Then from the adults there were different age groups among 
teachers and parents. The majority of the adult respondents for this research are 9 to 10 years old. Most of 
the respondents for this research are between the ages of 25 to 35 years contributing a percentage of 40%. 
The lowest percentage age groups are between 56 years to 65 years with a percentage of 15%. From ages 
36 years to 45 years with a percentage of 25% and from ages 46 years to 55 years with the percentage of 
20% contributing 45% of the rest of the respondents. See Figure 1 (b) The respondents for this research 
are the adults who have different levels of qualifications. From the total of 20 respondents, the highest 
qualifications groups come from the Bachelor degree level constituting a percentage of 65% and the 
lowest qualifications groups come from the master level with a percentage of 15%. The rest 20% are 
those from the diploma level who are now pursuing their bachelor course. 
 
       
Fig. 1. (a) Respondents gender; (b) Respondents age  
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According to the result of data collection the analysis shows that animation has a significant role for a 
better understanding among children from early age. Therefore there are immense needs of using 
multimedia tools such as animation to improve level of learning in school children. The result also shows 
that instead of narration, making animation of Iranian old stories is more appropriate and practical to learn 
by children and it is easier to ketch up with the points of the stories. In the first section of the 
questionnaire the researcher found that the majority of children prefer animation programs to watch, so it 
is the cause that they turned to popular western animation cartoons. The other funding is most of the 
respondent were familiar with the western cartoon characters when they have their own historical  heroes. 
The other finding in the first section of questionnaire shows that the animal characters are most loved 
cartoon character among children, thus presented animation made by researcher was interesting to school 
children. There is another result in the first section where the   majority of children liked action programs 
rather than historic or family and most of them would like to watch the programs in groups of friends. 
They also prefer when they are at school there will be a chance for them to watch and enjoy movies at 
school, but of course they will spend time during evening time at home to play and watch the media 
programs. According to the first section of the questionnaires distributed, the researcher found that the 
reason why children love cartoons is because there are characters the children can relate to. Also, they are 
attracted to the colors and differences between the characters. Majority of the respondents do agree with 
the cartoons are just funny, colorful way for them to love about the world, and they love to learn. 
In the second section of the questionnaire there were some questions on how much children knew 
about Iranian ancient stories and how they would like to learn the stories. Basically the research found out 
that majority of respondents like both Iranian and foreign stories at an equal level, but on the other hand, 
many of them liked foreign stories. The statistic of the analysis in the second section shows that most of 
respondents were familiar with the western stories and only a minority of children knew about Iranian 
ancient stories. Respondents were also asked questions regarding the best effective way of understanding 
the stories, which many of them agreed that watching animation is best to memorize and think about 
stories. It is after the animation, that they agreed reading the story book is even better than listening to the 
stories. The story chosen for testing was presented in two ways for two groups, like for first group, the 
researcher made an animation and for the other group, the story was just narrated to them. Then they were 
all questioned on how much of the story they remembered, so those who watched the animation 
responded better than those who just listened. Therefore the researcher found that to introduce the ancient 
Iranian stories for children, the best way is by way of animation. The findings generated from the 
respondents showed that most of them do not know any things about their stories, thus they turned to 
foreign stories. The research also found that the best media tool for presenting stories to children is 
animation which can be well understood by them. 
In the third part of the questionnaire the adult respondents were asked questions regarding the 
importance of knowing Iranian ancient stories by children at an early age. Most of the respondent agreed 
that the ancient stories are very interesting, thoughtful and necessary for children to know. It is therefore 
better to introduce and present the stories to children at an early age as it will provide significant training. 
The adult respondents were asked about the effects and role of public media programs on children 
learning the Iranian ancient culture. They also were asked on their opinion on the effects of watching 
media programs for a better understanding for children. Majority of respondents agreed that the public 
mass media programs have significant roles in introducing and presenting the cultural TV shows, thus it 
can increase the level of attraction, participation and better understanding for children. They also believe 
that watching the media is more entertaining in comparison with listening or reading. In the third part of 
the questionnaire, the respondents also were asked for their ideas on the accessibility of the public media 
and the effects of the programs on children behaviors. Most of the respondent strongly agreed that the 
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role of the public media was significant for training children in early ages, so whatever children learn 
from media programs will affect their identity and manners.  
4. Conclusion 
Every child in the world looks different and has different ideas, experience and traditions. These 
differences create new possibilities, new hope, new dreams and new friendships. The differences among 
the people of our world are a treasure for all to appreciate and share. Each child is part of the world 
family and contributes his or her unique abilities. No child is excluded. All children from different races 
and nationalities are the same in their own culture which they have to be proud of. Learning and getting 
lessons from ancestors is highly helpful to use and implement in the lives of children. The research shows 
that providing children attractive media programs is helpful and the best way of promoting and learning 
the ancient stories is by using animation which is interesting. The current public media programs are not 
sufficient to accommodate children with the knowledge and understanding from their grandparents. The 
western cartoons and movies will influence them to turn to western culture when they have abundant 
history which is both valuable and great. It emphasizes the need to increase animators, and the 
government and people involved with children funding have to create well media programs for them. It 
also states that creating animation focusing on ancient stories should be based on knowledge about what 
attracts children. In this research it has been shown that the current public TV programs are not inclusive 
of ancient stories, and it also shows that the making of animation has a significant role in presenting old 
stories in a very attractive manner for the viewing and exposure for our children. 
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